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DETAILED ACTION 
Specification 

1. The specification is objected to as failing to provide proper antecedent basis for the 
claimed subject matter. See 37 CFR 1.75(d)(1) and MPEP §608.01(o). Correction of the 
following is required: "An electronic-readable medium" as recited in claim 18, line 1. 

Appropriate correction is required. 

Claim Objections 

2. Claims 18-25 are objected to because they fail to comply with the Interim Guidelines for 
Examination of Patent Application for Patent Subject Matter Eligibility as set forth in ANNEX 
IV, pages 50-54. It is required for "electronic-readable medium" as recited in claims 18-25 to be 
- computer-readable medium -. 

Appropriate correction is required. 

Claim Rejections - 35 USC §102 

3. The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that form the 
basis for the rejections under this section made in this Office action^ 

A person shall be entitled to a patent unless - 

(b) the invention was patented or described in a printed publication in this or a foreign country or in public use or on 
sale in this country, more than one year prior to the date of application for patent in the United States. 
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4. Claims 1-13, 16-22 and 35 are rejected under 35 U.S.C. 102(b) as being anticipated by 

Watanabe et al (US 5,717,848). 

Re claim 1: Watanabe et al discloses a method of utilizing vectors / magnitude and 
direction in a video game comprising computing / calculating a plurality of vectors / 
magnitude and direction along one or more graphical paths / motion path, each of the one 
or more graphical paths / motion path associated with a player character / object, and 
displaying the plurality of vectors / magnitude and direction along the one or more 
graphical paths / motion path, (see col.2, lines 1-11 and lines 49-59). 

Re claim 2: Watanabe et al discloses the method wherein the plurality / start point and 
end point of vectors / magnitude and direction are a plurality of net resultant force 
vectors / magnitude and direction of a velocity, (see col.2, lines 41-48). 

Re claim 3: Watanabe et al discloses the method wherein computing / calculating further 
comprises computing the plurality of vectors based upon phenomenological / information 
representation corresponding to position of object laws, (see col.3, lines 13-19). 

Re claim 4: Watanabe et al discloses the method wherein computing / calculating further 
comprises computing the plurality of vectors based on physical laws of nature / time, (see 
col.3, lines 13-19). 
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Re claim 5: Watanabe et al discloses the method wherein the computing further 
comprises computing / calculating the plurality of vectors in real time, (see col.3, lines 
13-19). 

Re claim 6: Watanabe et al discloses the method wherein the displaying further 
comprises displaying the plurality of vectors along the one or more graphical paths as a 
plurality of colored vectors, a color of a vector of the plurality of vectors indicating a 
character state, (see col.28, lines 25-39). 

Re claim 7: Watanabe et al discloses the method further comprising retrieving / calling a 
previous graphical path data / parameter associated with a previous run, and displaying 
the previous graphical path data as a string of vectors, (see Fig, 18a and 18b; col.10, 
lines 42-49). 

Re claim 8: Watanabe et al discloses the method further comprising determining / 
selecting a color for a vector of the string of vectors based upon an elapsed time of a 
current video game session and an elapsed time associated with the vector of the string of 
vectors, (see Fig. 34; col.7, lines 47-63 and col.10, lines 42-44). 

Re claim 9: Watanabe et al discloses the method wherein the determining / selecting a 
first color for the vector if the elapsed time associated with the vector is greater than the 
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elapsed time of the current video game session, (see Fig* 34; col.7, lines 47-63 and 
col.10, lines 42-44). 

Re claim 10: Watanabe et al discloses the method wherein the determining / selecting 
further comprises selecting a color for the vector based upon a character state associated 
with the vector if the elapsed time associated with the vector is less than or equal to the 
elapsed time of the current video game session, (see Fig. 34; col.7, lines 47-63 and 
col.10, lines 42-44). 

Re claim 1 1 : Watanabe et al discloses the method wherein the character state / object 
position associated with the vector / magnitude and direction is an "on the ground" state / 
position, (see Fig. 14; col.ll, lines 57-64). 

Re claim 12: Watanabe et al discloses the method wherein the character state / object 
position associated with the vector / magnitude and direction is an "airborne" state / 
position, (see Fig. 14; col.ll, lines 57-64). 

Re claim 13: Watanabe et al discloses the method wherein the character state / object 
position associated with the vector / magnitude and direction is a "crashed" state / 
position, (see Fig. 14; col.ll, lines 57-64). 
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Re claim 14: Watanabe et al discloses the method wherein the previous / old run is a best 
time, (see col.40, lines 53-59). 

Re claim 15: Watanabe et al discloses the method wherein the previous / old run is a run 
selected from one or more previous / old runs, (see Fig. 20a and 20b; coL16 9 lines 30- 
39). 

Re claim 16: Watanabe et al discloses the method further comprising storing the plurality 
of vectors along the one or more graphical paths to a data cache (205). (see Fig. 2; col.4, 
lines 17-18). 

Re claim 17: Watanabe et al discloses the method further comprising using the plurality 
of vectors to debug / renew, update the video game, (see Fig. 20a and 20b; col.16, lines 
30-39). 

Re claim 18: Watanabe et al discloses an electronic-readable medium / computer- 
readable medium (204) having embodied thereon a program, the program being 
executable by a machine to perform a method for utilizing vectors / magnitude and 
direction in a video game, the method comprising computing / calculating a plurality of 
resultant force vectors / magnitude and direction in real time along one or more graphical 
paths / motion path, each of the one or more graphical paths / motion path associated with 
a player character / object, and displaying the plurality of resultant force vectors along the 
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one or more graphical paths / motion path, (see Fig. 2; col.2, lines 1-11 and lines 49-59; 
col.4, lines 12-18). 

Re claim 19: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) wherein the displaying further comprises displaying the plurality 
of resultant force vectors in real time along the one or more graphical paths as a plurality 
of colored resultant force vectors, a color of a resultant force vector of the plurality of 
resultant force vectors indicating a character state, (see Fig. 2; col. 28, lines 25-39). 

Re claim 20: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) further comprising retrieving / calling a previous graphical path 
data / parameter associated with a previous run, and displaying the previous graphical 
path data as a string of vectors, (see Fig. 2; col.10, lines 42-49). 

Re claim 21: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) further comprising determining / selecting a color for a resultant 
force vector of the string of resultant force vectors based upon an elapsed time of a 
current video game session and an elapsed time associated with the resultant force vector 
of the string of resultant force vectors, (see Fig. 2 and 34; col.7, lines 47-63 and col.10, 
lines 42-44). 
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Re claim 22: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) wherein the determining / selecting further comprises selecting a 
first color for the resultant force vector if the elapsed time associated with the resultant 
force vector is greater than the elapsed time of the current video game session, (see Fig. 2 
and 34; col.7, lines 47-63 and col.10, lines 42-44). 

Re claim 23: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) wherein the determining / selecting further comprises selecting a 
color for the resultant force vector based upon a character state associated with the 
resultant force vector if the elapsed time associated with the resultant force vector is less 
than or equal to the elapsed time of the current video game session, (see Fig. 34; col.7, 
lines 47-63 and col.10, Jines 42-44). 

Re claim 24: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) wherein the previous / old run is a best time run. (see Fig. 20a 
and 20b; col.40, lines 53-59). 



Re claim 25: Watanabe et al discloses the electronic-readable medium / computer- 
readable medium (204) further comprising storing the plurality of resultant force vectors 
to a data cache (205). (see Fig. 2; col.4, lines 17-18). 
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Re claim 26: Watanabe et al discloses an electronic entertainment system for utilizing 
vectors in a video game / environment of animation comprising a data cache (205) 
configured to store graphical path / motion path data associated with a current video 
game session and one or more previous video game sessions, a processor (203) 
configured to compute a plurality of force vectors associated with one or more graphical 
paths / motion path, each of the one or more graphical paths / motion path associated with 
a player character / object, and a display device (101) configured to display the plurality 
of force vectors, (see Fig. 1 and 2; col.3, line 66; col.4, lines 6-18). 

Re claim 27: Watanabe et al discloses the electronic entertainment system wherein the 
graphical path / motion path data includes the plurality of force vectors / magnitude and 
direction, (see col.3, lines 13-19). 

Re claim 28: Watanabe et al discloses the electronic entertainment system wherein the 
processor (202, 203) is further configured to compute a color of a force vector from the 
plurality of force vectors, the color of the vector from the plurality of force vectors 
indicating a character state, (see Fig. 2; col.4, lines 12-18; col.28, lines 25-39). 

Re claim 29: Watanabe et al discloses the electronic entertainment system wherein the 
processor (203) is further configured to retrieve the graphical path / motion path data 
associated with one of the one or more previous game sessions and to generate a string of 
force vectors, (see Fig. 2, 18a, and 18b; col.4, lines 12-18; col.10, lines 42-49). 
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Re claim 30: Watanabe et al discloses the electronic entertainment system wherein the 
processor (202, 203) is further configured to determine / select a color of a force vector of 
the string of force vectors based upon an elapsed time of the current video game session 
and an elapsed time associated with the force vector, (see Fig. 2; col.4, lines 12-18; col.7, 
lines 47-63; col.10, lines 42-44). 

Re claim 3 1 : Watanabe et al discloses the electronic entertainment system wherein the 
processor (202, 203) is further configured to determine / select a color of a force vector of 
the string of force vectors based upon a character state associated with the force vector, 
(see Fig. 2; col.4, lines 12-18; col.7, lines 47-63; col.10, lines 42-44). 

Re claim 32: Watanabe et al discloses the electronic entertainment system further 
comprising a memory card (602) configured to store the graphical path / motion path 
data, (see Fig. 6; col.7, lines 18-22). 

Re claim 33: Watanabe et al discloses the electronic entertainment system wherein the 
processor (203) is further configured to generate and store graphical path / motion path 
data of the current video game session in the data cache (205). (see Fig. 2; col.4, lines 
15-18). 

Re claim 34: Watanabe et al discloses the electronic entertainment system wherein the 
processor (203) is further configured to store graphical path / motion path data of the 
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current video game session as best time /renewed motion run graphical path / motion path 
data if a total elapsed time of the current video game session is less than total elapsed 
times associated with the one or more previous game sessions, (see Fig. 20a and 20b; 
col.7, lines 47-63; col.10, lines 42-44; col.16, lines 30-39). 

Re claim 35: Watanabe et al discloses a system for utilizing vectors / magnitude and 
direction in a video game session comprising means for computing a plurality of vectors 
/ magnitude and direction along one or more graphical paths / motion path, each of the 
one or more graphical paths / motion path associated with a player character / object, and 
means for displaying the plurality of vectors / magnitude and direction along the one or 
more graphical paths / motion path, (see col.2, lines 1-11 and lines 49-59). Claim 35 
invokes 35 U.S.C 112, 6 th . 

Conclusion 

5. The prior art made of record and not relied upon is considered pertinent to applicant's 
disclosure. Mayer et al teaches a method for generating a plurality of moving objects on a video 
display screen; Logg discloses a collision detection system for video system; Yamamoto et al 
discloses a game apparatus and memory cartridge used therefor; Carlbom et al teaches a method 
and apparatus for determination and visualization of player field coverage in a sporting event; 
Shukhman et al teaches a method and apparatus for performing data sorting in a decoder; 
Komoto discloses a game apparatus and method for controlling timing for executive action by 
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game character; Ueda discloses motion vector detector circuit; Savatier discloses a motion vector 
processor for compressing video signal. 

6. Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Adetokunbo O. Torimiro whose telephone number is (571) 270- 
1345. The examiner can normally be reached on Mon-Fri (8am - 4pm). 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Jong-Suk (James) Lee can be reached on (571) 272-7044. The fax phone number for 
the organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). If you would 
like assistance from a USPTO Customer Service Representative or access to the automated 
information system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 
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